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We all start out with different gifts, aptitudes, and abilities. 
Some of us are exceptional; some seem plain ordinary. 
However, what we start out with is not all we are. Passions 


@ 


allowing,we'll forge our own destinies in life. 


e KANKARR THE TALL, TROUBADOUR OF IRONFIST « 


his chapter provides you with 
two optional methods to quickly 
generate a set of Attributes for an 
Earthdawn Third Edition character. The 
first one can be used to quickly build a player 
or gamemaster character, while the second 
is of more interest to the gamemaster for cre- 
ating typical gamemaster characters (rather 
than exceptional ones such as adepts). 


Array 
Maximized 
Exceptional 
Focused 
Versatile 


ATTRIBUTE ARRAYS 
X 4 ttribute Arrays provide a quick method of attribute 
‘A generation. There are several arrays (described below) 
providing a set of Attribute Modifiers each. When gener- 
ating a set of Attributes with this method, simply add the Attribute 
Modifiers from the Attribute Array Table to the Starting Attribute 
Values provided by the race chosen for the character. In essence, 
using an Attribute Array saves you the math and time required 
when generating attributes by spending Build Points. Most Attri- 
bute Arrays provide two Attribute Modifiers that are slightly higher 
than the other Attributes, these are intended to cover Important 
Attributes for a Discipline or, ifnot used to generate Attributes for 
an adept, a character’s specialties. Note, though, that most regular, 
non-adept Namegivers are supposed to have more evenly distrib- 
uted Attribute Values (see Typical Namegivers below). 

The Maximized Array provides a set of Attribute Modifiers 
that provide three very high bonuses at the cost of severe penal- 
ties. Characters using this array are far beyond average in some 
areas, but below par in others. Typical stereotypes might include 
the feeble Wizard or the Warrior without social graces. 

The Exceptional Array is more narrowly focused than the Maxi- 
mized one, and a bit below par in some areas. Characters using this 
array gain high bonuses in only two Attributes, but small ones in 
two others. This is for a typical adventurer with a narrow field of 
expertise and some outstanding qualities. 

A Focused Array provides a character who is average in most 
regards and above average in a couple of fields. This is for charac- 
ters gifted in their chosen fields. 

Characters using the Versatile Array are jacks-of-all-trades 
who dabble in many fields of expertise, but excel at none. They are 
not entirely average, though (see Typical Namegivers, below, for 
truly average characters). 


ATTRIBUTE ARRAY TABLE 


Attribute Modifiers 
+5 +0 
+3 +3 
+3 +2 
+4 +4 


TYPICAL NAMEGIVERS 

The Typical Namegivers Table provides you with Attribute 
Values and a selection of associated Characteristics for an average 
member of each of the Namegiver races. Note that these Values and 
Characteristics represent ordinary people. Adepts and even high- 
profile non-adepts (such as guardsmen, town leaders, gifted artisans, 
and so on) are not considered ordinary people and in addition will 
often increase Attributes pertaining to their fields of expertise in 
the course of their careers. They often use the Versatile or Focused 
Attribute Arrays (see above). The Typical Namegivers Table on 
the next page provides the following information: 

The DEX, STR, TOU, PER, WIL, and CHA columns list the 
Attribute Value / Attribute Step for the respective Attribute. All 
values are generated as per standard rules, and each race receives 
the same distribution. Attributes were assigned based on a race’s 
cultural specifics, simulating how a person would develop and try 
to improve himself until reaching adulthood. 

The Health column lists the Death Rating / Unconsciousness 
Rating / Wound Threshold as derived from the Attribute Values, 
with Racial Abilities applied. 

The Defenses column lists the Physical Defense / Spell Defense 
/ Social Defense as derived from the Attribute Values, with Racial 
Abilities applied. 

The MR column lists the race’s Movement Rate. 


ome groups prefer to determine characters’ Attributes ran- 


RANDOM ROLL METHODS 
domly, for example to speed up character generation (see 


the Attribute Arrays above, though) or simulate howa 


character’s traits are beyond anyone’s control. Past editions of 
Earthdawn featured character generation with both Build Points 
and a Random Roll Method, but it required actual character gen- 
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Race DEXx* STR* TOU* Health** Defenses*** 
Dwarf 13/6 16/7 17/7 40/32/11 7/8/7 
Elf 16/7 13/6 12/5 34/26/9 9/8/8 
Human 14/6 13/6 14/6 36/28/10 8/8/8 
Obsidiman 12/5 21/8 17/7 40/32/14 7/7/7 
Ork 14/6 17/7 15/6 38/30/10 8/7/7 
Troll 14/6 18/7 16/7 39/31/11 8/7/7 
T’skrang 15/6 14/6 14/6 36/28/10 8/8/8 
Windling 15/6 7/4 12/5 34/26/9 10/8/9 

* Attribute Value / Attribute Step 


** Death Rating / Unconsciousness Rating / Wound Threshold 
*** Physical Defense / Spell Defense / Social Defense 


ATTRIBUTE TOOLBOX 


eration to be more complicated, and subsequently was left out of 
Earthdawn Third Edition. If you own a previous edition, you can 
safely use its attribute generation method (with or without Random 
Rolls) to create characters for your Earthdawn Third Edition game, 
the resulting Attribute Values will be almost identical to sets pos- 
sible in Third Edition. Be advised that some irregularities might 
occur with windling and obsidiman characters, though, because 
of the Minimum and Maximum Attribute restrictions in previ- 
ous editions. As an alternative, you can use the method presented 
below for Random Rolls compatible with the method of Starting 
Attribute Values introduced in Earthdawn Third Edition. 
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7D6 RANDOM ROLL 

To randomly determine a character’s Attribute Values, randomly 
determine the Attribute Modifier applied to the Starting Attribute 
Value for the race chosen. You can determine the modifiers “in order” 
for maximum randomness (this means rolling a modifier specific 
to an Attribute, without leaving the player any choice of distribu- 
tion), but the default method is to determine a set of six modifiers 
first, then assign them to the Attributes as desired. 

To determine an Attribute Modifier, roll 7D6, and count the 
number of dice showing even results (a 2, 4, or 6). This number 
is the positive Attribute Modifier. There are no Bonus Dice, soa 
result of 6 on a die is not rolled again. 
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Jim generates a set of Attributes for his elven Warrior by 
use of the 7D6 random Roll Method. His six rolls of 7D6 are 
as follows (with the resulting modifiers in parentheses): 

1, 1, 2; 2, 3, 3, S (+2) 2; 4, S, 6, 6, 6, 6 (+6) 

2,2, 44,5, 5,6 (+5) 1,273,4) 5,5, O(43) 

3, 3,3, 4,4,5,5(+2) 11,11, 2, 4,6 (+3) 

He is now ready to assign his Attribute Modifiers (a set of +2, 
+2, +3, +3, +5, +6) to his Starting Attribute Values, happy 
that he scored two high Modifiers to assign to Attributes 
important for his character. Out of curiosity, he determines 
what this character would have cost him had he used Build 
Points to determine the Modifiers, and learns that it would 
have been 26 Build Points, where normally 2S are allowed. 
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MOVEMENT BY 
ATTRIBUTE 


Optional Rule: Some gaming groups like it when more 
ofa character’s traits are based on variables like Attributes, 
either to better differentiate characters or because they 
like how more than just a single number goes up on their 
sheet when they increase an Attribute Value. It’s one of 
the reasons Earthdawn has such a complex system of 
Attribute-based characteristics. With the following rules 
option, we expand this concept to Movement Rate. 
When this optional rule is used, reduce all standard 
Movement Rates by 1. These are the new base Movement 
Rates for the different races (thus, humans start out at 5, 
windlings at 2/7, and so on). To determine a character’s 
Attribute-based Movement Rate, compare the Strength 
Starting Attribute Value and the character’s final Strength 
Value. For every 4 points of Strength a character has above 
his race’s Starting Attribute Value, increase his Movement 
Rate by 1. For every 2 points he has below, reduce his Move- 
ment Rate by 1. For your convenience, we have listed 
the most important Movement Rates by Strength Value 
required on the Movement by Strength Table below. 
Note that a character's Movement Rate can change on 
short notice during play, for example when a character 
suffers crippling effects from spells or poisons. If an effect 
reduces his Strength Value, his Movement Rate might drop 
as well. If an effect increases it, the Movement Rate might 
increase. The Minimum Movement Rate, however, is 1. 


Using Yards 

If you're not using hex-based movement and instead 
measure movement in yards (by multiplying the Move- 
ment Rate by 2), you can use the following alternative to 
use more minute increases: 

Determine the new base Movement Rate as described 
above by reducing all Movement Rates by 1. Convert to 
yards by multiplying by 2 (humans have a Movement Rate 
of 10 yards, windlings of 4/14 yards, and so on). Now, 
increase by 1 yard for every 2 points of Strength above 
Starting Attribute Value, decrease by 1 yard for every 1 
point below (a human with Strength 12 has a Movement 
* Rate of 11 yards, a human with Strength 14 one of 12 yards, 
and so on). 
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Race 

Dwarf 

Elf 

Human 
Obsidiman 
Ork 

Troll 

T’skrang 
Windling, flight 


Windling, ground 
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The details in this report are not in line with Jatram of 
Travar’s newer classification of astral flows. I suggest you 
update if before doing any further research. 
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¢ MERROX, MASTER OF THE HALL OF RECORDS « 


his guide will help you convert characters from Earthdawn 

K Classic to Earthdawn Third Edition and at the same time 

Z NY serves as a quick overview ofrules changes in Earthdawn 

Third Edition that affect characters. Before you start, consider 

using the Creating Experienced Characters option, found in the 
Player’s Companion on p. 11—it is shorter and easier. 

For the purpose of simplicity, we refer to RedBrick’s old 
Earthdawn Classic edition as “EDC” and to our new Earthdawn 
Third Edition as “ED3” below. We focus on the changes made 
between editions so character conversion is possible without 
reading the entire rulebook, but assume you are familiar with 
Earthdawn, trusting you'll be able to fill in the blanks. 

At several points in the conversion process, you have opportuni- 
ties to spend additional Legend Points you have to compensate for 
rule changes, or to redeem previously spent Legend Points from 
abilities that don’t exist anymore. Any additional Legend Points 
spent don’t have additional costs (time and money) attached. 

We also assume you are writing the character down onto a new 
Character Record Sheet (you can find one in the back of the Play- 
er’s Guide, or use the Extended Character Sheet found as a free 
download on our website) and determine all Characteristics and 
abilities from scratch. 

Converting a character follows a series of eight steps: 


Attributes 

Racial Abilities 

Talents 

Skills 

Spells, Knacks, Threads 
Equipment 

Legendary Status 
Finish! 
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STEP 1: ATTRIBUTES 


here are two main differences between Attributes in EDC 
and ED3: All of Minimum Values, Maximum Values, and 
Z N Racial Modifiers have been folded into a single Starting 


Value, and there is a maximum of 3 Attribute Increases through 
training, instead of the previous 5. However, character creation 
results in very similar if not identical sets of Attributes. So the 
easiest choice is: 


Wes O 62 FY OE | 
= ws 6 
Wo A FAIR WARNING or ‘ 


If you are using this guide, you are converting characters 
to ED3 (presumably because you want to play ED3). The 
* biggest mistake you can make when converting a character 
is to try to re-build him the same as he was in EDC. Don't. 
You don’t want to play EDC. Don’t require a character to 
have climbing abilities because he used them in that one 
adventure last year. Don’t require him to have an ability just 
because he spent time learning it ten sessions ago. If you con- 
vert to ED3, you do it because you want to profit from the 
enhancements to the system it brings with it. If you put too 
much importance on keeping a character as he was, you'll 
not be able to profit from the new edition. 

Gamemasters may want to enforce a sense of realism by 
limiting character alterations, and players may want to keep 
some beloved talent or some other ability as it was. Insome _ 
cases, this may not be possible when converting to ED3. 
While we at RedBrick encourage you to make the game 
your own, which for converting characters means to make 
liberal decisions in the conversion to have the new charac- 
ters suit your game, we strongly advise caution in the face of 
an ill-perceived sense of “keeping it realistic.” You are con- 
verting the characters for future adventures, not to justify 
what you did previously, so your decisions when consider- 
ing alterations to the conversion process should be focused.” \ 
on those future adventures. A 
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OPTION 1: JUST LEAve 
THEM AS THEY Ake! 


As character creation results in very similar sets of Attribute 
values in EDC and ED3, you do not necessarily have to make any 
changes for compatibility. 

The gamemaster should not force this option onto his players, 
however, as players might have planned their attribute progres- 
sions based on EDC’s possibility of 5 increases. Also, some races 
(obsidimen, trolls, and windlings) were slightly disadvantaged in 
Attribute Value choice in EDC, and changes made for ED3 are an 
improvement some characters might not want to miss out on. 
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OPTION 2: RE-BUILD COMPARABLE 
ATTRIBUTES FROM SCRATCH 


Purchase Attributes as for a new character as explained in the 
Player’s Guide (p. 26), but at comparable Values. This won't shift 
your character's focus of Attributes, except where you previously 
had to choose a Minimum or Maximum Value. For example, if you 
invested most of your Build Points into Strength in EDC, you'd 
also invest most into Strength in ED3. Do not put most into Tough- 
ness now that you are Tenth Circle and have enough talents that 
compensate for a lower Strength. You may do so with your game- 
master’s permission and if there is sufficient reason (a major change 
in rules). For example, since your character’s Movement Rate is not 
based on Dexterity anymore, this may be reason enough to justify 
choosing a lower Dexterity Value. 


ATTRIBUTE IMPROVEMENTS 
IN €XCESS OF 4 


Problems may occur for more advanced characters if they had 
more than 3 increases for an Attribute. If this is the case, deter- 
mine the Legend Points spent on the fourth and/or fifth increase, 
and use them to increase other Attributes and/or add them to your 
Current Legend Points. 


STEP 2: RACIAL ABILITIES 


wo Characteristics have changed to be more race-depen- 
dent for ED3: Movement Rate and Maximum Karma 
4 N Points. With your race’s description (Player’s Guide, 


p. 19), you find a single Movement Rate that replaces your old 
Combat and Full Movement Rates. Also, you find a Karma Modi- 
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Talent 


Third Circle 
Wind Catcher 

Wound Balance 
Fourth Circle 
Thread Weaving 
Unarmed Combat 


Fifth Circle 
Air Dance 
Haggle 

Sixth Circle 


Riposte 


Taunt 


fier. Multiply this Karma Modifier with your Karma Ritual Rank 


3 
to determine your Maximum Karma Points once you have deter- 


mined changes to your talent ranks (see below). The Maximum 
Karma Points will increase as you increase your Karma Ritual 
Rank. Modify your Characteristics by Racial Abilities (an obsidi- 
man’s increased Wound Threshold, for example) either now or at 
the end of the process, and enter any other Racial Abilities down 
on your new character sheet. 

All Racial Abilities have seen a re-write for better clarity, but some 
have been changed where the details of the rules are concerned: 


ORKS 

Orks do not have “conditions that never trigger gahad” anymore. 
Feel free to retain yours if you like, though. The gahad rules have 
been streamlined a bit. 


T’SKRANG 

The Tail Attack ability is now called Tail Combat, and allows you 
to use the Tail Attack and Tail Parry Combat Options. There area 
couple of minor changes to these options. Note that ED3 uses the 
full Damage Step for tail weapons again, and tail weapons fall under 
the new Attached Weapons rule (Player’s Guide, p. 248). 


WINDLINGS 

Astral Sensitive Sight has been replaced by Astral Sight. All 
windlings can learn this talent and buy Ranks in it. As your 
windling character is unlikely to have any Ranks reserved for this, 
you'll need to spend Legend Points or assign Ranks from another 
talent to it. Don’t worry: during the next step you'll have oppor- 
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Talent 
Third Circle 


Empathic Sense 


Talent Option 
Fourth Circle 
Thread Weaving 


Talent Option 


Fifth Circle 
Swing Attack 


Talent Option 
Sixth Circle 


Wound Balance 


Talent Option 
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- Talent 


Third Circle 
Wind Catcher 


Wound Balance 
Fourth Circle 
Thread Weaving 


Unarmed Combat 


Fifth Circle 
Air Dance 
Haggle 


Sixth Circle 


Riposte 
Taunt 


tunities to free some Ranks up, as ED3 features less talents per 
Discipline than EDC did. 

The rules for Flight have changed slightly to provide more uni- 
form Difficulty Numbers for prolonged flight. 


STEP 5: TALENTS 


: or talents, ED3 features two major changes: first, the 
5 requirements for Circle Advancement are different now. 
MB Second, you now have anumber of optional talents instead 

of having all your talents pre-determined. Read the first three 
paragraphs of the Talents and Abilities section on p. 40 of the 
Player’s Guide to learn the difference between Discipline Talents 

and Talent Options. You'll learn that Discipline Talents are manda- 
tory, while Talent Options can be chosen within certain limits. In 
ED3, you only use Discipline Talents to advance, not any talent of 
your choice, so you'll have to assign Ranks to Discipline Talents in 

a way that would have made you eligible for advancement had you 
used ED3 all along. You then have to choose Talent Options, and 

assign Ranks to them too. We assign Ranks to Discipline Talents 

and Talent Options by using the Ranks of your old talents, porting 
them over from your old unto your new character sheet. In some 

cases, you revert some Ranks back to Legend Points, as an ED3 

character has a couple less talents than an EDC character. 


DISCIPLINE TALENTS 
AND ADVANCEMENT 


Find your Discipline’s description in the Player’s Guide. Write 
down all the Discipline Talents up to and including your current 


- Circle onto your new character sheet. Now lookat your old charac- 


Talent 
Third Circle 


Empathic Sense 


Great Leap 
Fourth Circle 


Thread Weaving 
Throwing Weapons 
Fifth Circle 

Swing Attack 

Acrobatic Strike 
Sixth Circle 


Wound Balance 
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ter sheet. Identify all talents on that sheet that have a Talent Rank 
equal to or higher than your current Circle. Assign these ranks to 
your new Discipline Talents below your current Circle, but assign 
them within their Discipline Status Level (assign the Ranks of 
EDC Initiate/ Novice Talents to ED3 Initiate/Novice Talents, the 
Ranks of EDC Journeyman Talents to ED3 Journeyman Talents, 
and so on). The one Discipline Talent from your current Circle can 
be assigned any Rank (it was not used to advance). But, again, only 
from an appropriate Status Level. It is important to assign Ranks 
only from the same status level because the different Status Levels 
use different Legend Point Costs to increase a Talent Rank. Ifyou 
have more Talent Ranks equal to your current Circle than you need, 
choose which ones you want to use during this stage, and use the 
others during the next stage of Talent conversion. 

Note that magician characters have one additional Discipline 
Talent at First Circle: they use one talent more to advance in ED3 
than they needed in EDC. If you do not have an Initiate/Novice 
talent of sufficient Rank, spend Legend Points to increase the Rank. 
You may free up Legend Points by decreasing the Ranks of other 
Talents. 

For an example, we'll convert a Seventh Circle Air Sailor (but 
only look at Circles 3 through 6 to keep things simpler). In the 
graphic below, bold Talent Names on the left (old talent progres- 
sion) signify talents and their respective Ranks that can be used to 
advance to Seventh Circle (all with a Rank of 7 or higher). These 
have to be assigned to the Discipline Talents of the ED3 Air Sailor 
(shown in bold on the right). Notice how the old Ranks are assigned 
to the Discipline Talents within the same Status Level without 
regards to the talent’s previous Rank (Thread Weaving goes from 
Rank 4 to Rank 7), but not across Status Levels (the Unarmed 
Combat Rank of 8 could not be assigned to Swing Attack even if 
the player wanted to). 
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TALENT OPTIONS 


Next, choose your new Talent Options. For every Circle, choose 
one Talent Option from those available. You are not bound to 
reproduce your old talent progression, as your Discipline Talents 
may change your Discipline’s look and feel quite a bit. Simply pick 
what you like best. Once all your Talent Options are determined, 
assign them Ranks from the Talents on your old character sheet, 
again assigning inside Discipline Status Level. 

We continue our Air Sailor example from above. This time, the 
non-Discipline Talents and the ones not previously used are in 
bold. Again, note how Ranks are only assigned within the same 
Status Level. The player might have wanted to assign a Rank 4 from 
one of the Third and Fourth Circle Talents to his Riposte Talent 
instead ofa Rank 3, but cannot. 


SUPERFLUOUS RANKS 


At this point, you will likely “have Ranks left” as ED3 charac- 
ters have fewer talents than EDC characters (Circles 2, 5, 8, 9, etc. 
do not have three talents any more). Re-convert these talents to 
Legend Points, and spend them on your Discipline Talents and 
Talent Options (or in any other way) as you see fit. If you have 
used the Ritual of the Ghost Master to advance, you need to buy 
the Ghost Master Ritual Talent knack (800 Legend Points) to 
replace the talent. 


STEP 4: SKILLS 


. onverting skills is pretty straightforward, as the rules for 
{ @ skills haven’t changed much. However, some skills are 
not available anymore, usually those that were Warden 

or Master talents before, or targeted Spell Defense. Look up your 

General Skills in the Player’s Guide. If a skill does not exist any- 

more, simply choose a new one at the same Rank. 

Also, ED3 allows starting characters 6 additional Rank Points 
for skills beyond what EDC allowed (although a higher number of 
starting Rank Points were already an option in EDC). If you have 


used only the minimum Rank Points for skills when you created 
your EDC characters, the gamemaster decides whether everyone 
gets to spend 6 additional Rank Points or not. If you do, assign 
them to any skill, but do not assign a Rank higher than 3. 

If you have skills now available as talents to you in ED3, you may 
also pick a new skill to assign the ranks to, or convert the Rank back 
to Legend Points to spend elsewhere. 


STEP 5: SPELLS, 
KNACKS, THREADS 


SPELLS 


There was no change to Spell availability, so you retain what 
you had in EDC. Spells in ED3 have some new characteristics 
that help you use them at the table, such as better descriptors for 
elemental effects and their Area of Effect. If you keep a spell list 
with extended characteristics, you may want to add these new 
rules. Also, some spells have changed, so you might want to look 
them up before casting. 


pells, Talent Knacks, and Threads woven remain largely as 
they were for your character. 


TALENT KNACKS 


Talent Knacks work largely the same as in EDC, but are not 
limited to Discipline Talents any more. You're used to this if you 
used the EDC optional rule of Independent Talent Knacks. Oth- 
erwise, you receive the same knacks you already have. Ifa talent 
knack is no longer available to your character because he does not 
know the talent, choose a different one with an equal or lower Rank 
requirement (note that Discipline Talent knacks can be learned 
at a 2 Ranks lower than indicated). If this is not possible or ifthe 
Rankrequirements of the old and the new knack differ substantially, 
convert the knack back to Legend Points and spend them on new 
knacks, Talent Ranks, or elsewhere. Note that Talent Knacks are 
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found in the Player’s Companion, you may have to wait with this 
step if you do not have access to that book yet. In the meantime, 
just use all your available knacks as normal. 


THREADS 


You also retain all your threads to magic items or a Group True 
Pattern in most cases. However, the items themselves might have 
changed, and now have fewer or more Thread Ranks. If an item 
now has fewer Thread Ranks, you add the Legend Points spent on 
any Ranks that are no more to your Current Legend Points. Rules 
changes for threaded items might necessitate changes to the items 
themselves, though. Thread Items (Gamemaster’s Compendium p. 
165—180) are now created using templates. Determine the base 
item of any Thread Item you have and apply the appropriate tem- 
plate to it (Player’s Guide, p.275). The gamemaster determines any 
changes to items he designed (if possible, using the Creating Magi- 
cal Treasures chapter from the Gamemaster’s Companion, p. 46, 
as a guideline). Here are the important changes in a nutshell: 

At Thread Rank One, most threaded weapons, armor, and shields 
provide the Damage Step or Armor Ratings as if they were forged 
to the maximum possible effect with the Forge Weapon or Forge 
Armor talent (Player’s Guide, p.71 and 70). This means that at 
Thread Rank One, a threaded weapon has its Size added to the 
Damage Step, and shields and armor increase their protective 
bonuses by 50% (rounded up). This is applied to most of these 
items, but not all (weapons that’s primary function is not fighting 
do not have this effect ). 


STEP 6: COUIPMENT 
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ost equipment stays the same in ED3. However, the 
following new rules require attention on your char- 
acter sheet: 

Shields now have a Deflection Bonus. Read the rules in the 
Goods and Services chapter (Player’s Guide, p. 254) on howit 
works. Ranged weapons have new Ranges, look them up in the 
appropriate table and write them down. 

Some weapons have been modified, use the new game sta- 
tistics from the Player’s Guide when writing them onto 
your character sheet. Note that windlings use new rules 
for weapons (there is no weapon equivalency) and trolls 
and obsidiman now can wield weapons up to Size 7. 


STEP 7: LEGENDARY STATUS 


our Legendary Status is not determined by your Legend 
Y =~ Point Total any more, but by your Status Level (Initiate, 
Novice, etc.) of your highest-Circle Discipline. It is split 
up into Reputation and Renown, both of which can be entered 
onto your character sheet. Your Reputation is a bonus you receive 
to Interaction Tests towards gamemaster characters where appro- 
priate, your Renown the Difficulty Number to be recognized for 
who you are. Look up your reputation and Renown on the Legen- 
dary Status Table on p. 246 of the Player’s Guide. 


inalize your character by writing down all the Character- 


STEP 8: FINISH! 
istics, Step Numbers, changed equipment, Health Ratings, 


E 
and so on (Player’s Guide, p. 28). Add bonuses from Circle 


Advancement where appropriate. If you have Legend Points left 
because you freed some up from abilities that do not exist for your 
character anymore, spend them now. If characters in your group 
have extensive amounts of Legend Points available from previous 
adventures, consider taking some downtime and spending these 
too, to better round out your characters. 
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TRADITIONAL DISCIPLINES 


© 


Life is full of choices. Sometimes, choices are a burden, 
though. Consider my profession as one that saves you all the 
trouble of making your own choices, barbarian. 


@ 


e GELAK MASTRAAN, THERAN SLAVER 


alent Options allow a player to select one talent per Disci- 
pline Circle from a pool of talents to better individualize 
his character. Some circumstances and certain desired 
styles of play do not favor them, however. This document provides 
a guideline and rules options for dealing with these situations. 

The Talent Option assignments provided here can be used 
either by the gamemaster as a guideline for creating traditional 
gamemaster characters, by players who do not want to plan out 
their own Talent Option choices, or by the whole group as a means 
to completely replace Talent Options as the Old-Style Talent Pro- 
gressions optional rule. 


TT 


elow, every Discipline from the Player’s Guide and 


TALENT PROGRESSION LISTS 
Namegivers of Barsaive books is assigned one talent for 


each of its Circles for use as a character development 


guideline or with the Old-Style Talent Progressions optional 
rule, see above respectively. Every assignment represents a rules- 
legal Talent Option choice, so the assignments are fully compatible 
with standard Earthdawn Third Edition rules. 
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Optional Rule: Previous editions of Earthdawn did not 

allow players to choose Talent Options for their characters, 
*, butinstead provided all talents the character could learn flat- 
out. The player’s choice was whether to increase a talent’s 
rank or not, not what talents to learn. This optional rule is 
for groups who would rather keep this approach to Disci- 
plines in Earthdawn, but remains fully compatible with 
the Earthdawn Third Edition standard rules as it simply 
represents a pre-made choice of Talent Option. 

When this rule is used, instead of offering Talent Option 
choices, a Discipline simply offers the talent indicated in its 
talent progression listed for the indicated Circle. 

All other rules remain unaffected when this optional rule 
is used. The talent is not a Discipline Talent and it cannot 
be used for Circle Advancement (except if the Using All 
Talents to Advance optional rule, Player’s Guide, p. 240, 
is used). 


At First Circle, Air Sailors receive Navigation, 
Parry, Speak Language, Throwing Weapons, and 
Unarmed Combat as Talent Options. An Air Sailor 
can choose one of these talents at First Circle, and 
the remaining ones at later Circles, but he can also 
choose talents from other Talent Option pools at later 
Circles and never again choose one from the Initiate 
Talent Options—it’s his choice. When using the Old- 
Style Talent Progressions optional rule, though, the 
Air Sailor character automatically receives the Parry 
talent at First Circle, and he never learns Navigation, 
Speak Language, Throwing Weapons, or Unarmed 
Combat as part of his Discipline. 


CHAPTER 3 | Traditional Disciplines 


oo " Pi | a a 


6 


(fe, (e\ (e\ " 
"ABN PORT AS 


uN 


> 


yy 


+ 


Fs. 
f hh . 
a 


AIK SAILOR 


1: Parry 

2: Durability 

3: Wind Catcher 

4: Heartening Laugh 
5: Acrobatic Strike 
6: Air Dance 

7: Riposte 

8: Lion Heart 

9: Second Weapon 
10: Cold Purify 

11: Down Strike 

12: Defense 

13: Lion Spirit 

14: Ethereal Weapon 
15: Aura Armor 


ARCHER 


1: Avoid Blow 

2: Durability 

3: Long Shot 

4: Flame Arrow 

5: Melee Weapons 
6: Detect Weapon 
7: Call Missile 

8: Sprint 

9: Quick Shot 

10: Critical Hit 
11: Trace Missile 
12: Tiger Spring 
13: True Sight 

14: Defense 

15: Ethereal Weapon 


BEASTMASTER 


1: Sense Danger 
2: Durability 

3: Borrow Sense 
4: Sprint 


5: Animal Companion Durability 


6: Poison Resistance 
7: Tiger Spring 

8: Lion Heart 

9: Bestial Toughness 
10: Incite Stampede 
11: Howl 

12: Lion Spirit 

13: Echo Location 
14: Spirit Strike 

15: Defense 


BOATMAN 


1: Avoid Blow 

2: Durability 

3: Wound Balance 

4: Heartening Laugh 
5: Tiger Spring 

6: Surprise Strike 

7: Conceal Object 

8: Lasting Impression 
9: Pin 

10: Critical Hit 


11: Whirlwind 


12: Rally 

13: Ethereal Weapon 
14: Aura Armor 

15: Water Dancing 


CAVALRYMAN 


1: Animal Training 
2: Durability 

3: Blood Share 

4: First Impression 
5: Mount Durability 
6: Spirit Mount 


7: Heal Animal Companion 


8: Fearsome Charge 
9: Down Strike 

10: Call Mount 

11: Lion Heart 

12: Rally 

13: Bestial Toughness 
14: Second Chance 
15: Spirit Strike 


ELEMENTALIST 


1: Spell Matrix 

2: Durability 

3: Spell Matrix 

4: Astral Sight 

5: Enhanced Matrix 
6: Willforce 

7: Enhanced Matrix 
8: Steel Thought 

9: Armored Matrix 
10: Plant Shelter 

11: Armored Matrix 


12: Bargain with Summoned 


Creature 
13: Shared Matrix 
14: Soften Blade 
15: Shared Matrix 


HORROR STALKER 


1: Silent Walk 

2: Durability 

3: Parry 

4: Heartening Laugh 
5: Direction Sense 
6: Temper Self 

7: Tiger Spring 

8: Wound Balance 
9: Crushing Blow 
10: Defense 

11: Resist Pain 

12: Critical Hit 

13: Second Chance 
14: Multi-Strike 
15: Vital Strike 


ILLUSIONIST 


1: Spell Matrix 

2: Durability 

3: Spell Matrix 

4: Astral Sight 

5: Enhanced Matrix 
6: Willforce 

7: Enhanced Matrix 
8: Slough Blame 

9: Armored Matrix 
10: Memorize Image 
11: Armored Matrix 
12: Hold Thread 

13: Shared Matrix 
14: Casting Pattern 
15: Shared Matrix 
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1: Avoid Blow 

2: Durability 

3: Conceal Object 
4: Surprise Strike 

5: Heal Slave 

6: Temper Self 

7: Leadership 

8: Second Attack 

9: Life Check 

10: Steel Thought 

11: Resist Pain 

12: Temper Other 
13: Blood Guilt Weapon 
14: Ethereal Weapon 
15: Multi-Strike 


MEesseNGeR 


1: Melee Weapons 

2: Durability 

3: Silent Walk 

4: Book Memory 

5: Sense Danger 

6: Detect Trap 

7: Disguise Self 

8: Wound Balance 

9: Life Check 

10: Plant Shelter 

11: Poison Resistance 
12: Missile Twister 
13: Defense 

14: Detect Falsehood 
15: Stone Skin 


NCTHCRMANCER 


1: Spell Matrix 

2: Durability 

3: Spell Matrix 

4: Frighten Animals 
5: Enhanced Matrix 
6: Willforce 

7: Enhanced Matrix 
8: Steel Thought 

9: Armored Matrix 
10: Astral Pocket 
11: Armored Matrix 
12: Matrix Strike 
13: Shared Matrix 
14: Wound Transfer 
15: Shared Matrix 


OUTCAST WARRIOR 


1: Acrobatic Strike 
2: Durability 
3: Tiger Spring 
4: Great Leap 
5: Resist Taunt 
6: Disarm 

7: Down Strike 
8: Temper Self 
9: Vitality 

10: Lion Heart 
11: Critical Hit 


12: Champion Challenge 
13: Earth Armor 

14: Ethereal Weapon 

15: Second Chance 


PURIFIER 
1: Acrobatic Strike 
2: Durability 
3: Tiger Spring 
4: Swift Kick 
5: Astral Sight 
6: Earth Skin 
7: Temper Self 
8: Lion Heart 
9: Metal Ward 
10: Poison Resistance 
11: Critical Hit 
12: Lion Spirit 
13: Whirlwind 
14: Detect Influence 
15: Stone Skin 


SCOUT 
1: Missile Weapons 
2: Durability 
3: Anticipate Blow 
4: Sprint 
5: Melee Weapons 
6: Sense Danger 
7: Direction Arrow 
8: Maneuver 
9: Eagle Eye 
10: Tiger Spring 
11: Sense Poison 
12: Spot Armor Flaw 
13: Plant Shelter 
14: Elemental Walk 
15: Vital Strike 


SHAMAN 
1: Spell Fetish 
2: Durability 
3: Spell Fetish 
4: Dominate Beast 
5: Enhanced Fetish 
6: Willforce 
7: Enhanced Fetish 
8: Steel Thought 
9: Armored Fetish 
10: Spirit Dodge 
11: Armored Fetish 
12: Bestial Toughness 
13: Shared Fetish 
14: Bestial Resilience 
15: Shared Fetish 


SKY RAIDER 
1: Parry 
2: Durability 
3: Wind Catcher 
4: Unarmed Combat 
5: Wound Balance 


6: Swift Kick 

7: Lion Heart 

8: Leadership 

9: Frenzy 

10: Air Dance 

11: Endure Cold 

12: Shield Beater 

13: Champion Challenge 
14: Second Chance 

15: Ethereal Weapon 


SONGSMITH 
1: Melee Weapons 
2: Durability 
3: Etiquette 
4: Item History 
5: Diplomacy 
6: Conceal Object 
7: Lip Reading 
8: Inspire Others 
9: Power Mask 
10: Hypnotize 
11: Defense 
12: Slough Blame 
13: Blood Guilt Weapon 
14: Astral Pocket 
15: Second Chance 


SWORDMASTCR 
1: First Impression 
2: Durability 
3: Wound Balance 
4: Anticipate Blow 
5: Tiger Spring 
6: Graceful Exit 
7: Lasting Impression 
8: Lion Heart 
9: Pin 
10: Critical Hit 
11: Whirlwind 
12: Mind Blade 
13: Spirit Strike 
14: Infuse Blade 
15: Rushing Attack 


TAILDANCER 
1: Wound Balance 
2: Durability 
3: Swift Kick 
4: Surprise Strike 
5: Tiger Spring 
6: Second Weapon 
7: Life Check 
8: Lion Heart 
9: Resist Taunt 
10: Spirit Strike 
11: Shield Beater 
12: Critical Hit 
13: Vitality 
14: Resist Pain 
15: Gain Surprise 
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1: Throwing Weapons 
2: Durability 

3: Avoid Blow 

4: Surprise Strike 

5: Melee Weapons 

6: Evaluate 

7: Conceal Object 

8: Call Missile 

9: Quick Shot 

10: Shackle Shrug 

11: Poison Resistance 


12: Escape Divination 


13: Safe Thought 
14: Second Chance 
15: Mind Wave 


TRAVELED SCHOLAR 


1: Search 

2: Durability 

3: Astral Sight 

4: Creature Analysis 
5: Arcane Mutterings 
6: Steel Thought 

7: Spirit Talk 

8: Resist Taunt 

9: Lion Heart 

10: Hypnotize 

11: Poison Resistance 
12: Thought Link 

13: Astral Pocket 

14: Life Check 

15: Elemental Walk 


TROUBADOUR 
1: Melee Weapons 
2: Durability 
3: Heartening Laugh 
4: Avoid Blow 
5: Diplomacy 
6: Blade Juggle 
7: Engaging Banter 
8: Graceful Exit 
9: Rally 
10: Detect Falsehood 
11: Lion Spirit 
12: Thought Link 
13: Safe Thought 
14: Truth Skit 
15: Second Chance 


WARRIOR 


- 


1: Air Dance 

2: Durability 

3: Acrobatic Strike 
4: Swift Kick 

5: Tiger Spring 
6: Tactics 

7: Lion Heart 

8: Cobra Strike 
9: Spirit Strike 
10: Shield Beater 
11: Body Blade 


12: Steel Thought 
13: Ethereal Weapon 
14: Rushing Attack 
15: Vital Strike 


WCAPONSMITH 


1: Melee Weapons 

2: Durability 

3: Parry 

4: Wound Balance 

5: Resist Taunt 

6: Temper Other 

7: Fire Heal 

8: Read/Write Magic 
9: Spellcasting 

10: Spell Matrix 

11: Show Armor Flaw 
12: Temperature 

13: Soften Blade 

14: Armored Matrix 
15: Resist Pain 


WINDDANCER 


1: Melee Weapons 

2: Durability 

3: Avoid Blow 

4: Heartening Laugh 
5: Item History 

6: arcane Mutterings 
7: Inspire Others 

8: Lasting Impression 
9: Song of Deflection 
10: Mind Wave 

ll: Rally 

12: Safe Thought 

13: Echo Location 

14: Blood Guilt Weapon 
15: Detect Influence 


WINDSCOUT 


1: Melee Weapons 
2: Durability 

3: Silent Walk 

4: Anticipate Blow 


5: Wind Dance 

6: Sense Danger 

7: Spot Armor Flaw 
8: Wound Balance 

9: Thought Link 

10: Air Dance 

11: Bestial Resilience 
12: Life Check 

13: Missile Twister 
14: Ethereal Weapon 
15: Show Armor Flaw 


WINDMASTECR 
1: Silent Walk 
2: Durability 
3: Wood Skin 
4: Surprise Strike 
5: Tiger Spring 
6: Wound Balance 
7: Lion Heart 
8: Earth Skin 
9: Defense 
10: Resist Pain 
11: Rushing Attack 
12: Vitality 
13: Chameleon 
14: Stone Skin 
15: Gain Surprise 


WIZARD 
1: Spell Matrix 
2: Durability 
3: Spell Matrix 
4: Evidence Analysis 
5: Enhanced Matrix 
6: Willforce 
7: Enhanced Matrix 
8:Orbiting Spy 
9: Armored Matrix 
10: Matrix Strike 
11: Armored Matrix 
12: Power Mask 
13: Shared Matrix 
14: Detect Falsehood 
15: Shared Matrix 


WOODSMAN 


SS 1: Sense Danger 
CE 2: Durability 


3: Search 

4: Sprint 

5: Mystic Aim 

6: Detect Weapon 

7: Dominate Beast 

8: Spot Armor Flaw 
9: Critical Hit 

10: Quick Shot 

11: Bestial Toughness 
12: Warp Missile 

13: Defense 

14: Bestial Resilience 
15: Ethereal Weapon 
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